Afari 








Computer 
_ Enthusiasts (N.S W,) 
INSIDE INFO No.7 «June. 1983 


ames esa ene a 











BASIC 
FINE 
REFERENCE 
MANUAL SCROLLING 


UPDATE 


Atari Computer Enthusiasts (N.S.W.) 


Atari Computer Enthusiasts (H.S.W.) is an independent, non-profit computer users’ group 
loosely affiliated with Atari Comouter Enthusiasts in the U.S.A. We heave no connections 


with ATARI, Inc. or theiy Australian distributors, Futuretronics Australia Pty Ltd, Gury aime 
include promotion of the ATARI 400/260 Home Computer System, instructing both beginners 


and advanced users in programming techniques, exchanging hints, tips and ideas amonast 
members and generally enjoying ourselves. 


Meetings are held at 4.0 P.M. on the first Monday of every month (or the second Monday if it 
clashes with a public holiday) in the Amenities Room, 7th Floor, OTC Hi », BE~-Te Martin 
Place, Sydney. Sian the attendance book in the foyer on your way in, take the lift to the 7th 
floor and turn right when you get out of the lift, Visitors welcome: 





Membership to A.C.EMN.S.W.) is $30 for the first year and $15 per year thereafter lor 220 
and #10 respectively for students under 18 and still at school), Subscriptions, postal 
enquiries and all correspondence should be directed tat 

Atari Computer Enthusiasts (N.S,W,) 

G.P.0, Box 4514, 

Sydney; 

MGW, 2001 
Phone contacts: 


eee ee 


Barry Williams (Vice President)! 452-2229 (Home) or 359-2424 (ork) 

Steven Marcus (Secretary/Treasurer)i 337-4287 (Home) 

John Massara (Software Exchange) 712-4795 (Home) or 420-2566 (Work) 

Peter Bamford (Meetinas Organiser’! (042) 42-2655 (Home) or (043) 40-1201 (Nork) 


Meeting Dates 


#4th Tune 
4th July 
tist August 
ath September 
#10th October (due to @-Hour Davy Public Holiday) 
7th November 
sith December 
# indicates release dates for INSIDE INFO (subiect to unforseen circumstances). Deadline 
for articles is the meeting prior to the release date, 





New Members 


J, W. Latham. Bundabera, Qld. 
C, Van Oosterom, O'Connor, A.C+T. 
N. V. Pearce, Norwood, S.A, 

D. R. Pepperell, NT, 

M. Picthall, Bellevue Hill 
Sean Quinlan, St. Ives 
Rs Reynoldson, Cootamundra 


A, Alberth, Rubyvale, Qld, 
G,. Ashworth, Mt. Riverview 
Dale Baikie, Ryde 
R. T, Dixson, Macquarie Fields 
N. Edwards, Bundaberg, Qld, 
J, Ellard, Balmoral Beach 
John Fairburn, Para Hills, 5.A. 
S. Fish, South Strathfield G. Rhall, Gladesville 

T, Garkawe, Toorak, Vic Michael Richardson, Lithgow 
G. Gough; Bundaberg, Old. Craig Rodger, Ballina 
Peter Gray, Kotara C. Spence, Terrey Hills 
David Harrington, Canberra, A.C.T, R. Taylor, Hebersham 
David Hutt, Allambie Heights R. C, Taylor, Wahroonga 
M, Johnson; Goulburn Geoffrey Thom, Lugarno 


E. Kindynis, Surry Hills C, Thurmer, Eppina 


Editortal 


This is the first anniversary of INSIDE INFO, I thovaht we’d never make it! As promised, 
this issue has 2 articles on fine scrolling - advanced programmers will find thes 
particularly interesting. There’s also a very useful technique for doing fast block moves 
using strings and an introduction to the Team ATARI version cf fia-FORTH available fram 
the Software Exchanae for only #10, The main feature is a & pace supplement of revisians 
for the BASIC Reference Manual. I believe this is now included with the BASIC cartridge, 
but that’s not much good to you if you bought BASIC some time aga, We thovaht it was in all 
members’ best interests to be made aware of these revisions, as they warn of all the bucs 
the BASIC cartridge (surprisingly few compared to other computers} and t*= misprints in the 
original manual. The Thorn EMI reviews have been held over ‘til a Jater date, as only two of 


the reviewers have come forward with the aoods, 


T had a short burst of article submissions about 3 months ago and haven’t received any since! 
CS 


The inwards tray is now empty. We want articles! There will be no issue in August unless 1 
am inundated with fresh material. You've been warned! 


Looking for ideas? Sometime in the dim, distant future, I’d like to do a special issue on 
Adventures and another on simple hardware projects. Can anybody help with these? I 
especially need help with the hardware stuff, as I’m 4a software expert only, Hardware is 
foreign ground. I’ve got a couple of articles from overseas users’ groups, but I need 
someone to check them out, This entails checking the diagrams, converting for Australian 
conditions, searching fer parts, possibly building the projects and all that sort of stuff, 
Please help! 


You may have noticed that articles are tending towards more and more advanced applications. 
In future, I’d like to offset this by having a beginners’ page every issue, Can you help? 


Did you get the relationship between the cartoons on the cover of the last issue and the 
contents within? I want a cartoonist to do similar covers in the future, I can’t devote the 
time ta it anymore, so can sameone please come to the rescue? Send a sample of your work to 
The Editor, 


It has become increasingly necessary to include an Information Page in every issue. From 
next issue on (if there is one), you'll be able to get information on back issues, blank media, 
Software Exchange, bulk purchases, Special Interest Groups, meeting dates, membership 
details, advertising rates, etc., etc, etc. Please ensure that all info for that page is 
submitted as soon as possible. Committee members take note! 


And now the news you’ve all been waiting for. The winner of the ist Annual Award for the 
Most Popular Author goes to some bloke by the name of Garry Francis (whoever he is), He 
came in with a whopping 68% af the vote, I expected votes to be heavily weighted towards 
articles from the last Z issues, as new members don’t have earlier issues, Quite 
surprisingly, the single most popular article, with 20% of the vote, was "GTIA" by Garry 
Francis. This was in Issue No.3, Other popular articles were "Anatomy of Doggies" by 
Garry Francis (Issue No.5), "Grab An Apple" by Jamie Athas and Garry Francis (ssue No.4), 
"Squares" by John Massara (Issue No.4) and "Odds & Sods" by Garry Francis (every issue 
except No.3), The other authors who received votes were Jamie Athas and Gregg Ramsey: 
Thanks to all those who voted (did you vote?) and especially to those who voted for me. It 
makes the blood, sweat and tears of the past year seem just that little bit more bearable. 


Finally, I am no longer available by ‘phone. Do not try to ring me at the old number under 
any Circumstances, as you will only disturb my parents! All correspondence should be 


addressed to The Editor, A.C.EAN.S.W,), G.P.O. Box 4514, Sydney; NUS, 2001, 
- Garry Francis 


( SPL SEEi dSLR HHH 
$# HORIZONTAL SCROLLING CERO 4 
ae + by U.S. Nesters t 
# Kodified by Garry Frencis 2 
REM # Published by Atari Computer # 
& REM # = Enthusiasts (N.S.H.) ; 
7 REM # dune 1983 4 
8 REM $442424444F HHH HHH 
10 GOSUE 1000 
20 GOTO 20 
999 REM ¥4X Initialisation ¥ex 
1G00 GRAPHICS 8iFCKE S59, Q;PQKE 16, 03F 
GRE 53774, OS RAMTOPSPEER (1046) SPOKE 708, 
ZOOSPORKE 710,40 
1009 REK xx Redefire Characters xx% 
1010 START=RANTOP-B(CH=Z54¥START FOR I 
=CH TO CHH7{READ AIFOKE T,A:NEXT IiFO 
KE 754,START 
1020 DATA 0,0,0,0,0,0,8, 3,7,15,31, 
63,127,255, 128,192, 224,240,248, 252,254 
NIV aR TV NRT YAN TY Ge ee one ee 
1030 DATA 0,16,56,124,94,84,130,259,16 
+16,56,56,84,170,84,179 
1039 REM 2x New Display List xxx 
1040 TEMP=RAMTOF-20DM=2S42TENP FOR I= 
1536 TO 1538sFOKE 1, 112:HEXT I 
1050 FOR I=1539 TO 1572 STEF 3:PQKE I, 
87 FORE I+1, 03FOKE +2, TEMS TEHP=TEKF+ 
LiNEXT I 
10460 POKE 1575,45:F0KE 1576,0°FOKE 157 
7,O:POKE 540, 03FOKE 341,46 
1049 REM ex P-M Graphics ¥xx 
1070 PORE 34279, STARTS PM=254xSTART+1 02 
ASFOR I=PM+70 TO PM+74¢READ AIPOKE I,A 
tNEXT I 
1080 PORE 53256, 0:POKE 704,56:FOKE 532 
AB, SOiPOKE 623,43FOKE 559,583POKE 5327 
732 
1090 DATA 224,124 254,255,254, 124,224 
1099 REM xxx Draw Display xxx 
1100 BOTTOM=DM+Z814¢FOR X=0 TO 255:SOU 
ND 0,X,10,82READ Y,CHARSOFFSET=DM+254x 
Y+XtFOKE OFFSET, CHAR 
1110 FOR I=OFFSET+254 TO BOTTOM+X STEP 
ZOSsPORE T,3iNEXT I:NEXT X:SOUND 0,0, 
0,0 
1120 DATA 9,132,9,1,8,1,7,133,8,2,8,1, 
7414651,6,246,197 7, 132,8,194,8,1,7,1, 
7257 14694454197 26,25752 
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sAyes4s 114,255, 
Phy Fy 1,9,2,7,198, 
ieian Ly? 9,1,9.1,7; 

1140 Bava anes: 
B52 byl by 25h hy 5,497 O54, 196,451, 4, 
Zs, Blea egeam an 

1170 DATA 441,3,1.3,2,351,251,2:2,2,1, 


2y2, ee retesaatte 19296,133,4,1, 


oe: mn "5,196, 
Syly 4; 1,3,1; Zyl]; 
1170 BATS 14242, 2 pores pegs 196,542,5, 
132,4 vay; Pee eG y ey Fey Fy hy Fy 2, 10,2 10, 1, 
10,2,10,1,9,133,9,1,9,2 
1200 DATA 10,2,10, 197,10, 1,7-1,8,1, 741 
643325541 y 5.197 SL 4b Sebel 22,5 
pede Spey bye y7 a eel gh 


1210 DATA 4,1,5,1,4 


vo te 


Mee 4 2a Zeb ey7 52, 
Osegi yey sey pightsiy f, 7h 1y1,8, 
8.259,2510.2,10,1,10,2,10,1,9,1,38,1,8 
248519759157 ,1,6,1 


t 


942459, 19,9, 192,941 
12 30 DATA 8, 1; 7, 1,742:8,2,8, 1,7,1, b: 1, 
i) alasdyBeeyl s2 599299 924918291 Bel, 


1240 DATA 85147414691 56,2)6)197 47,132, 
B,19b 85179 Ly 7527 ody byl yy 197 by257, 
28525942 


249 REM #e4 VET Routine xax 
1250 FOR T=1578 TO 16377READ ASPOKE T, 
ASNEXT I¢X=USR(1578) 
1240 DATA 104,149,0,133,203,141,4,212, 
160,57 ,142,4, 169,7,76, Via 
1270 DATA 228,198,203, 165,203,141,4,21 
2y14, 31, 169,7,133,2 03 
1280 DATA 191,4,212,238,4,6,173,4,4,20 
1,234,208,2,169,0,162 
1290 DATA 0; 157, 4 sO;202 pede sede ye. 24,37 
»205,244, 76598,229 : 


1300 RETURN 


SUeE peas esdeeetiaadth pAlb bieed EH 
MYiG $4 “ACHINE LaRGUSSE STUrF FOR 4 
0120 $# HORIZONTAL SCROLLING DEAD 4 
C138 5F by Garry Francis + 
0140 34 Fubliched by Atari Computer + 
G15 34 Eritusizsts (N.S .H.) t 
Hidt 34 dune 1983 ¢ 
D170 SedSdEEdS EEE 4b ESE ttt 
0150 ; 
g0cB §190 SHADBW = = ¢0B 
G604 0200 LMSLOW = $0404 
E45C 0210 SETVEY = = $E 450 
E 4&2 0220 XITVEV = $E442 
0404 0230 HSCROL = $0404 
6240 3 
0250 }ROUTINE TO ZERG HSCROL AND SET VEI VECTOR 
O240 3 
0000 0270 x= $0424 
Q42A 48 0280 PLA sFop mo. of arguments off stack 
0626 4908 0290 LDA #300 jZero HOCROL (and shadow recister) 
0422 S5CB = 0300 STA SHADOW 
Qé2F 800404 0310 STA HSCROL 
0632 AN3B = 0320 LDY #HYVET&255 jLSE of VEI Service Routine 
0634 Az06 ©0330 LOX #8YVBI/?54 HSE of YET Service Routine 
0635 AR07 = 0340 LDA 4407 hindicstes deferred VET 
0438 4C5CE4 0350 © JHF SETVEV s5et vector 
Q340 } 
0370 ;VERTICAL BLANK INTERRUPT SERVICE ROUTINE 
0380 ; 
0636 CéCB 0390 MYVBI DEC SHADOW iDecrenent HSCROL 
0430 ASCE 0400 LDA SHADOW 
O63F BD04D4 0410 STA HSCROL 
0642 101F 0420 EPL END }Reached zera? 
0444 A907 = 0430 LDA #307 HYes,.sreset to maximum 
$446 BSCE «0440 STA SHADOW 
0448 8Di4D4 0450 STA HSCROL 
0648 £E0406 0449 INC LMSLON = j Increment LMS low byte 
O464E ADDANS 0470 LDA LMSLOH 
0651 CREB 0480 CMF F4EE sExceeded maximum’? 
0453 BOOZ 9490 BNE SRIF 
0655 A700 § 0500 LDA #900 Yess. teset to zero 
0657 A200 0510 SKIF LOX #900 ;Zero counter 
0659 900406 0520 LOOF STA LMSLOW,X fAdjust LHS for each mode line 
B45C £8 0530 INK yincrenent counter by 3 
0450 E8 0540 INX 
Q45E EB 055 INK 
O65F £027 0540 CPX #427 }Courter exceeded saxlmum? 
0461 DOFS 0570 BNE LOOF 
0463 4C42E4 0580 END  JMP XITVEV sExit the VET 
0446 0590 +END 


INCORRECT. 
TRY AGAIN: 
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BLOCK MOVES USING STRINGS 


by R. &. Vickery 


ATARI BASIC is great for handling strings of characters, There is a way to define the 
entire memory space of the computer as one gigantic string and to move blocks of data 
anywhere in memory with simple string commands. If we call this string A$, then 
ASC(4#(104,104)) is the same as PEEK(104) and A$(32763,32768+127)=AS(S7344,5725444127) is 
equivalent to, and a lot faster than, FOR I=0 to 127:POHE S2740+1,PEEK(S7S44+1iNEXT I, 
This procedure can be used to copy the ROM character set into RAM (as in the sample 
program) or to move players vertically, 


Notes on the Programs 


Line 10: A$ is defined before any other strings, arrays or variables so that its data will be 
at the start of the Variable Value Table, 

Line 20! The address of the start of the Variable Value Table is stored in the variable 
VVTP. 

Line 30: The address of the start of the string/array storage area is stored in the variable 
STARP, 

Lines 40-70! BASIC is tricked into thinking that A$ extends from address 1 to address 
65525, The Variable Value Table contains eight bytes of data for each string, array or 
variable, After line 70 has executed, the first eight bytes in the table will look like 
this! 

ADDRESS VUTF OWWTF+1 VWIF+Z,WUTF+3 UVTR+4,WWTPHS UTES WTR? 

VALUE 129 0 1-STARF é0535 65539 
The fist byte is a cade indicating that A$ is a dimensioned string. The second byte is 
the variable number of the string, 0 indicates that A$ was the first string, array or 
variable to be defined. The third and fourth bytes make up a Z-byte integer giving the 
offset of A% fram the start of the string/array storage areas When BASIC wants to 
find the address of A%, it adds this offset to the address of the start of the 
string/array storage area and gets 1 as the answer (i.e, I-STARP+STARP=1), The next 
two bytes give the current length of the string Cyau’ll be more familiar with this as the 
value returned by the LEN(Q function - GF] and the last two bytes give the dimensioned 
length, 

Line 80! RAMTOP is moved down to make room for the character set. 

Lines 90-110! The character set is copied from ROM to RAM. The copying is done in blocks 
of 128 characters because of a bug in BASIC, (If the string being copied is a multiple 
of 256 bytes, the correct number of bytes are copied, but they are copied to a place 754 
bytes beyond where they should go - GFJ 


1 REM HHH HEHE 50 POKE WTF+2,LOIPOKE WTF+3,HI 

2 REM # BLOCK MOVE USING STRING # 40 POKE VWTP+4,255POKE YYTP+S, 255 

3 REM # by Re Ss Vickery $ 70 PORE VVTF+6,2553F0KE WVTP+7,255 

4 REM # Fublished by Atari Computer # _ 80 CRAR=PEEK(RANTOP)-43FOKE RAMTOF,CRA 
5 REM # = Enthusiasts (N.S.H.) t M-4IGRAFHICS 0 

4 REM # dune 1999 $ 90 CRAM=Z54"CRAM} CROM=57344 

7 REM HEE HH HE 100 FOR I=0 TO 894 STEP 128° A$(CRAM+T, 
10 DIM A$(1){RANTOP=1043 CHEAS=754 CRAN+1 +127 )=A$¢ (CROM+I , CROM+I+127 ) {NEXT 
20 WTP=PEEK(134)+254"PEEK (135) I 

30 STARP=PEEK (140 )+254xPEEK (141) 110 PORE CHBAS ,CRAN/?56 

40 OFFSET=69537-STARPSHI=INT(OFFSET/25 120 END 3REM Your program starts here. 


6) SLO=OFF SET-256"HI 


MORE ON FINE SCROLLING 
by don Atack 


(Reprinted from the Atari Computer Enthusiasts Newsletter, February 1983, Subscription 
enquiries to A.C.E., 3442 Vine Maple Drive, Eucene, OR 77405, U,5,A.] 

In the December/January 1983 issue of the Eugene A.C.E. Newsletter, we covered Vertical 
Blank Interrupts. In this column, we‘ll be using VBI’s together with vertical and horizontal 
fine scrolling, 


To achieve fine scrolling, there are basically three thinas you must da} 
1, Make a custom display list. 
2, Set up a background to be scrolled, 
3. Write a VBI routine to do the scrolling, 


A display list is a set of instructions telling the ANTIC chip what part of memory is tobe 
displayed and how to display it, For our purposes, we’ll use a display list to scroll the 
whole screen both vertically and horizontally, 

HEX DECIMAL COMMENTS 


70 112 8 blank lines 

70 112 8 blank lines 

70 112 8 blank lines 

47 71 Load Mesory Scan (LMS) 

2 32 Tells ANTIC that screen 

x 60 menory starts at $3020 

37 35 ANTIC mode 7 (GR.2) 

37 he) bits 4&5 set to enable 

37 so fine horizontal & 

37 5g vertical scrolling 

37 55 

37 ie) 

37 35 

37 35 

37 55 

7 05 

37 55 

4} 45 dump & wait for Vertical Blank (JVB) 
00 a! Tells ANTIC that display list 
30 48 starts at $3000 


Far most games, the background will be one of the special character set modes (ANTIC modes 
4,5, 6 ar 7) used with a custom character set. Examples of games using this technique are 
Eastern Front, Protector, Wizard of Wor, Pac-Man, Centipede, Nautilus, Canyon Climber, 
Miner 204%er, etc. Almost every commercial game uses a custom character set background. 
However, to save time and space, our fine scralling demo will just scroll over the data in the 
Operating System. To make your own background, you must 

1, define your character set, then 

2, place your screen data into memory someplace, and 

2. change the Load Memory Scan pointer in the display list to paint to your screen data, 
Custom displays take a lot of time, but the results are well worthit, A good background is a 
must for any commercial game, 


The final step is to write a routine to do the scrolling. There are two fine scroll registers in 
the Operating System called HSCROL and VSCROL. HSCROL controls horizontal scrolling and 
VSCROL controls vertical scrolling, To use them, simply poke or store the number of lines 
you want scrolled, i 


There’s just one problem, Fine scrolling can only scroll so far. The vertical limit is 146 TV 


-8- 


GETTING STARTED WITH TEAM ATARI fig-FORTH 


l. 


by John Mattes 


Making a Working Copy 


1.1 


1.2 


1.6 


Boot the Team ATARI Disk. 


After "fig-FORTH 1.4S" appears, type "30 LOAD”. (Note that all 
spaces are relevant and must be included). This will load screens 
31, 36, 37, 39 and 10. Some of these screens continue to other 
screens so it takes a while. The Screen Index provided on the disk 
{inspect by typing "O LIST” stop scrolling with CIRL-1) says Screen 
30 is a "Full Load". This is not so. A copy of the screen index is 
attached. 


After the "ok" appears at the end of "30 LOAD", type "7 LOAD". This 
will load the System Setup/Bootmaker verbs. 


Type “MAKEBOOT". You will be prompted to insert a formatted disk. 
Do so. DO NOT leave your Team ATARI disk in the drive or you will 


overwrite it. 


Follow the prompt by typing "“Y" after the formatted disk is 

inserted. A self-booting copy of all of the verbs loaded in steps 
1.2 and 1.3 will be written to your working disk. These will be 
automatically loaded into your system every time you boot the working 
disk. No more "30 LOAD" etc. If your disk was newly formatted, all 
screens will be full of zeros (displayed as hearts). 


Put your Team ATARI disk in a safe place. 


Entering a Program 


2.1 


2.2 


2.3 


2.6 


Boot your working disk. 


Type "n EDIT” where n is a screen number of your choice. (Remember 
that the system leaves you in Hex). Try "F EDIT". 


Type “UL" to list the upper half of the screen. You'll get a 
screen-full of hearts. 


Type "F WIPE" to clear screen F of hearts. 


Using the cursor control keys, position the cursor somewhere up in 
the edit window and type in your program ~- try the one attached. 
Note that the RETURN key does not work. The TAB key is handy for 
returning quickly to the beginning of a line. 


Delete the ;S at the end of the top line using the cursor controls 
and delete/backspace or space bar. Unless this is done, the ;S will 
tell the compiler to cease interpreting your screen before your 
program is loaded. Put a ;S at the end of your program or the system 
will bomb when you try to load. ap 9 


After you've finished typing your program, move the cursor down to 


the line which reads "DOIT" and hit “RETURN”. This loads the 
information on the screen into the screen buffer in RAM. 


-10- 


2.8 Type "FLUSH". This writes all updated screens (only screen F in this 


case) to disk. 


2.9 Re-boot and type "F LIST". This should list your edited screen from 
disk. If you don't re-boot it will be listed from RAM. 


Running Your Program 


3.1 Type "F LOAD" to load screen F. 


3.2 If there are no error messages, a simple “ok" will appear. 


3.3 Now run your program by typing in the verb you want to run, 
e.g. "WACKO". 


TEST PROGRAM 


( TEST PROGRAM JEM 14 APR 83 ) 


: WACKO 10 O DO 
CR ." WACKO! I'VE DONE IT! 


LOOP ; 
35 

SCREEN INDEX 
Screens Contents 
00/00 Screen Index 
01/01 Source Credits 
02/06 Error Messages 
07/09 System Setup/Bootmaker 
OA/OA Single Drive Backup/Done 
OB/OB RPM Checker 
OC/OE 
OF/OF Decomp Disassembler Data 
10/10 Editor Loader 
11/14 Screen Editor 
15/17 Line Editor 
18/1A Additional Editor Words 
1B/22 Decompiler/Stack Display 
23/24 Copies/Duplicate 
25/26 Editor Expansion 
27/27 1.4S Kernel Mods 
28/2E Assembler 
2F/2F DECUS Mods 
30/30 Full Load 
31/35 Hardware/Graphics/Sound 
36/36 PON. POFF 
37/38 RS232 Support 
39/39 Display List Stuff 
3A/3B Player/Missile and Old Clone 
3C/3D Expansion 
3E/41 Lineprinter Words 
42/45 Formatted List Program 


Di 
Stas 


MEW PRODUCTS 

Here is a list of software that is expected to be released by ATARI within the next 3 or & 
months, They are in approximate chronological order, Prices will not be known until they are 
actually released, Note the number of 14k cartridges! Family Finances (D), Dig Dug (16k 
ROM), E.T,. Phone Home (4k ROM), Mickey in the Great Outdoors (D or C), Faint (D), Revised 
ATARI BASIC (Sk ROM), Donkey Kong (14k FROM), Eastern Front (14h ROM), Soccer (14k ROM), 
Tennis (14k ROM), Mickey/Peter Pan (Dar C), Donkey Hong Jr. Gék ROM), Ms. Pacman (4k 
ROM), Pengo (14k ROM), Pole Position (16k ROM), ATARI LOGO (i4k ROM), (American) 
Football (14k ROM), Superman III (i4k ROM), Joust (4k ROM}, Robotron (14k ROM), ATARI 
Music I (D or C) and ATARI Music TI (Dor C) I’m itching to get my hands on Dig Dug, Fengo 
and Robotron! 





HUE 
Page 4i5 anew ATARI magazine that is being published bi-monthly by ABACUS in England. 
The Editor was good enough to send us a copy of Issue 2 February/March 1vS3, Itis 25 
pages of interesting news and articles, including several program listings. There’s a game 
called Four in a Row, a routine for drawing cards in card games, Tiny Text, a lot of stuff on 
GTIA and several demos. Australian subscriptions are 7 pounds for surface mail and {5 
pounds for air mail. Cheques should be made payable to ABACUS and sent to Page 4, 12 
Underwood Close, Parkside, Stafford, England, 

ERE 
Want a dust cover for your computer? Coverware, P.O. Box 717, Chatswood, N.S.W., 2067 
(Phone (02) 498-5431) have some really top notch, custom-made dust covers for the ATARI 
400 and 800, They’re made from anti-static, cotton-backed vinyl and come in the same colour 
as the plastic case on the computer. Val Javen of Coverware sent us a sample, which I’ve 
been "testing" on my 800 and I’m impressed, It’s a very snug fit with provision for power 
Cables and connectors (but not for joysticks), The dust covers are available direct from 
Covercare for $15 including postage. This is a 75% discount on the normal price especially 
for A.C.E. members, Orders must be accompanied by cheque or money order and make sure 
you specify whether it’s for a 400 or 200, 

SHH 
Flintech Computer Systems, P.O. Box 450, Nelson Bay, N.S.W,, 2215 has a full-stroke 
keyboard for the 400, They are "«.very simple to install (and remove if required). No 
modification of the ATARI 400 is required. Each keyboard is mounted in a sturdy plastic 
case with metal base and is supplied with complete instructions, cable and connector.” 
Theyre priced at $90 each ($20 if you buy 10 or more), Flintech are also working on a 256k 
memory system for the 400 which "..will cost under $400 and will be available by the middle 
of this year." Write to the above address for further info. 

HEF 
One very unusual item turned up in our mail recently. It was a copy of an 3 page monthly 
publication called Farm Computer News. Its content should be obvious from the title, If any 
of our members are farmers and would like further info; or if you’ve got news of ATARI's in 
rural applications, contact Peter Cross at Rural Press Limited, P.O, Box 225, Edgecliff, 
N.S,W., 2027 Phone (0%) 324-1144, 

HER 

CLUB MEWS 

Paul Phillips was forced to resign from his position as Bulletin Board "investigator" due to 
personal committments. Roberto Romano has stepped in to fill his place, He will continue to 
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At the May meeting, we reintroduced short talks like we used to have in the old days, Tony 
Reeve talked about the componénts that make up the ATARI, John Mattes and John Massara 
Gave an introduction to FORTH using the Team ATARI FORTH from the Software Exchange 
for the examples and Peter Bamford showed us how to find the typos in a program that 
you've typed in from a magazine. The format was very popular, so we'll continue with it in 
future, We haope to have 2 or 3 short talks of 15-30 minutes each, In this way, there is 
_ Plenty of variety; pescole won't get bored and there is still plenty af time far software 
demos, general discussion and getting to know each other, Giving a talk is much easier than 
it seems. You needn’t worry about looking like a fool because we’re a small, close-knit club 
and everyone’s there to enjoy themselves. So give it ago! If you've got a favourite topic 
that you could talk about (or perhaps you'd like to show off your latest programming 
masterpiece) then contact Peter Bamford (043) 42-2455 (Home), (045) 40-1201 (Nork) or Peter 
Dickeson (02) 4141-1759 (Home), (02) 2-0230 Ext. 3132 (Wark), 
RHE 

At the May meeting, we also reintroduced a suggestion box, Here are some of the 
suggestions received. If you can help out with any of them, ring Tony Reeve (02) 452-2974 
(Home) or (0%) 923-9534 (Work), 

1, Could we have a talk on DLI’s? 

2, Could we have something on ANTIC? 

3. Could we organise ¥ or 3 days of instruction on the ATARI camputer (ie. use of, 
graphics, problem solving, use of hardware, compatability of other brands of 
hardware)? 

4, Get a better suggestion box! 

HEE 
We will be having raffles at some of the future meetings to (hopefully) raise some money, 
Prizes will generally be software - starting with some of the excellent Thorn EMI range. If 
you've got anything that would be suitable as a prize and you can donate it to the club, 
please contact Barry Williams (027) 452-2229 (Home) or (QZ) 229-2424 (Work), 

RHE 

OTHER MEMS 

Colin Macpherson (Education Consultant for Futuretronics) has been able ta supply some 
interesting details of what’s being done with the ATARI in Australia, I’]l let him explain, 

"Regarding novel projects that are using ATARI computers, I am sure you are 

aware of more developments than myself. However, Ido know that a doctor at 

one of the major hospitals is using an ATARI computer to monitor bacterial 

growth in AGAR solutions and that an ATARI figures prominently on the set of a 

new ABC children’s television series called Infinity Limited. Perhaps the most 

interesting project presently being undertaken that utilises an ATARI computer 

is Karl Lind’s search for intelligent signals from the neighbourhood of the star 

Sigma Draconis. I should add that this research is being pursued in the U.S. not 

Australia (for further details see Newsweek Sist January, 1922)," 

I have heard rumours that the ATARI was used for some backdrops or something in The new 
TV series Knight Rider. And also that a forthcoming Australian TV series features an 
ATARI as an aid in the rehabilitation of a man who is handicapped by a serious injury. 

HGH ; 
Colin was also able to give me some information about computer courses being held at th 
Royal Melbourne Institute of Technology. There were 3 Holiday Computer Courses for 
Beginners last January using ATARI computers supplied by Futuretronics. The cost was $70, 
There’s apparently a new course in May (#th-i3th?) for $120, The details are a bit vague, 
but from what I can make out, this is an advanced course run by David Jones-Elhs, the 
publisher of Microprobe. Sounds interesting. Why can’t we have a course in Sydney? Who’s 
interested? If there was a serious course available (and we could get computers for hands 
on work), how much would you be willing to pay? 

HEH 








Futuretronics also donated $25,005 w co equnoment to R.MI.T. for their ATAFI 
Mooile Computer Laboratory, i Si rs ang rs sary support hardware, 
such as disc drives and printers, It will be tran O various technical and hagh echeale 
for student education in the day and co areness programs for “celdies" in the 
evenings. Half their luck! They never had anyt! e that when I was at school, 

The Australian Computer Education Conference at La Trobe University in Melbourne 
from 14th-18th May, 17383, I wish I’d known earlier, as it sounded ke an exciting 
event, There were sessions an every conce 2 aspect of computers in education and 
speakers included representatives from ATARI, I Minnesota Educational Computing 
Consortium (who receive a lot of assistance tl} and Futuretronics, An exhibition 
yan during the conference and Futuretronics was hour beloved ATARI, 


HH FE 
Our friends in Queensland will be interested to know that The aad oles ATARI Resources 
Club meet at 7.50 FVM. on the 2rd Wednesday of each manth in Semi ' 
Level, Bardon Professional Development Centre, 370 Simpsons a ; Bardo, If interested 
in joining or isesede ie ass out, contact Sale Mo ealil pure bass 40 on 
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users’ group in wean e atery mevate and eee in wees fet 
haven't previously mentioned in INSIDE INFO, 
HEH 

The price of the ATARI 500 in the United Kingdom recently dropped to 299.9? pounds, In 
Australian currency, that’s about $730, In the U.S., they practically give ‘em away! How 
come we still have to pay outrageous prices? Does = anyone know? 

ADVERELRTURE S.15.G. 
The Adventure S.1.G. has been fairly withdrawn until recently, A few weeks back, we had an 
"Adventure Weekend" at Peter Bamford’s place at Umina and we had a ball! We solved the 
SoftSide Adventure "Arrow One", which had been giving me trouble. (You see, there was this 
communication problem with the librarian. Whenever I tried to get the encyclopedia, she’d 
say "DVPL RUMBAT*?", I thought the frotti would help, but it turned out to be for something 
else. Eventually, I gave her away and confronted the alien dog to steal the helki fram the 
garden, When I gave these to the Xippi Bird, it rewarded me with some Xippi eqgs for my 
generosity, I was able to feed these to the baby Gooba, who rapidly grew to adult size and 
carried me across the sea to the City of Ffitt. When I found The Professor, he gave mea 
means to return to the City of Renn, but upon returning, I covldn’t find his daughter or use 
the teleporter, as it was always being recharged.) 


We also tackled Datasoft’s brilliant new graphics Adventure called "The Sands of Egypt”. 
This Adventure has all the intrigue of a Scott Adams-type text Adventure, but with the 
addition of brilliant high resolution, full colour graphics and some animation. Unfortunately, 
we couldn’t salve it. I suspect there’s a way to enter the pyramid, but we couldn’t Find it, 
Can any of our overseas readers help? 


Qn the second day, we attempted Deadline. This game is fantastic, For those not familiar 
with it, you have to solve the murder of Marshall Rebner, a well-to-do industrialist, We 
spent about 5 absorbing hours exploring the Robner mansion, questioning suspects and 
looking for clues. In the excitement, we missed the reading of the will, but we’ve found 
several good leads. Even so, we’re no nearer to solving the murder than when we first 
started, 


We also spent quite a bit of time playing arcade games, 
and Fort Apocalypse (one of the best ATARI arcade gam 
another “Adventure Weekend" some time in the near future, 


like Protector I] tabsolutely aweful) 
es I’ve played to cate), We'll have 


A number of people have asked about joining the Adventure 3,1,.G., so here’s some details, 
Simply tell Peter Bamford that you're interested anc give him your name, address and ‘phone 
number, tagether with a written list of all the adventures you’ve completed, An Adventure is 
not considered complete until you’ve discovered every location, drawn a map, explored all the 
sub-plots and achieved the ultimate goal. In other words, if someone asks you for a hint, 
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Adventures and translations fram other machin 


Peter may be contacted direct at 4 McManus Clos 
(Home) or (043) 4012601 (Work), 
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ERE 
FORTHE ce ake 
John Mattes has agreed to co-ordinate the FORTH Ja areal whiz-kid at FORTH, 
He has already written same documentation for ea RI FORTH cise (availsbie 
theouah the Software Exchange for $10) and wi i oe wrking osary of its extra words, 
He has also promised an update to "Escape" ¢ thl run on this FORTH, If 
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you are interested in FORTH, have SGuneetiGae 
any way, please contact John on (02) 24-3462 
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QUESTIONS AND ANSWERS 
Is it possible to copy a self-boating cassette and if soa how? 


You didn’t say whether you wanted to copy it to another cassette or to disc, but the 
following information should help. A cassette boot file contains a & byte header with 
information required by the system to load and execute the file, Of these 6 bytes, the 1 


byte is not used, The Ynd byte contains the number of 17e byte records to be read in as part 
of the boot process, The 2rd and 4th bytes contain the address to which the program will 
begin to be loaded, This is in normal £502 format, i.e, LSB followed by MSR. The Sth and 4th 
bytes contain the address to which control will be transferred after the boat is complete, 
(Full details and examples are given in the Operating System Users’ Manual, specifically, 
pages 145-154.) With this information, you should find it an easy task ta write a program to 
back-up your master cassette. You can then put the master cassette in a safe place and use 
the back-up for normal usage. But don’t give copies of commercial programs to your friends! 
This is theft and/or infringement of Copyright and is punishable by law. For those who don’t 
yet have the necessary programming skills, you could use "Cassette Boot Manager" from 
ANTIC February/March 1983, This will copy to cassette or disc, There’s aleo a program in 
COMPUTE! November 1782, but this will copy to disc only. I don’t think either of these will 
copy multiple boct programs, 
Re 

Do you know how to stop the automatic scrolling in GRAPHICS 07 

- RS, Vickery 


I’m not sure that I knew what you mean. Pressing BREAE or SYSTEM RESET will stop it 
gocd and proper, but I somehow don’t think that’s quite what you want. Remember that you 
can always start and stop the scrolling (or any printing to the screen) at your leisure using 
CTRL 1, (See BASIC Reference Manual page 14.) This is particularly useful when listing a 
program, I hope this is the answer you were looking for. 
RE 
HINTS ARID TIPs 

It has recently come to my attention that every man and his dog believes that page 4 is 
reserved solely for him to use as he pleases, This is the greatest fallacy since they thought 
the world was flat! Page 415 not reserved and never yhas been! Let me explain. The 
Operating System Source Lis tihg clearly states that page @ (a5 well as page 5 and the upper 
half of page O)is reserved as a "user work space", This means that any application outside 
the Operating System itself can use this area. BASIC is such an application! The BASIC 
Reference Manual said that page 4 was "Free RAM" and BASIC never “seemed” to use page by 
so everybody started to use it. However, “free RAM" is not the same as "reserved RAM" and 
BASIC does use this area, This happens whenever an INPUT statement attempts to input 
more than 12% characters. In this case, the bottom half of page 415 used as abufrer, This 
will only happen when the input is from a disc or cassette, as an input from the screen is 
restricted to 1 logical line - a maximum of 120 characters, It turns out that ATARI BASIC is 
not the only culprit. I believe Microsoft BASIC uses all of page 4 and BASIC A+ uses 
1552-1602 [($410-$442], It is quite likely that other languages also use page & The moral 
is "don’t use page 6 unless it is within a controlled environment", By this, ] mean that you 
can use it for a game or other program where the memory configuration is under your control 





and you kraw that you will not be using INFUT from an ext ternal device, Do net uss page & 

for system utilities or subroutines, device handlers and so orn, The flashing cursor program 

from Issue No.4 is a prime example af when not to use page & An input of over 175 

characters will change ie Ver tical Blank Interrupt service routine and the system will 

almost definitely crash a5 a consequence, I Rene this solves some peaple’s page 4 problems, 
RH 


Remember that DOS 2 will only address 2 drives unless you snecifically POKE it for 

This is explained in Appendix G of the Disk Operating System II Reference Manual, bit it's 
amazing how many people don’t bother to read their entals: To make the changes, begin by 
boating DOS 2, Memory location 12027 can be changed to tell the system which drives will be 
used. This is done by setting any or all of bits 0-3 to correspond to drives 1-4 respectively, 
If a bit is set, a buffer will be reserved for the approap d 





iate drive, For example, use POKE 
180%,7 to use drives 1-3 ar POKE 1867,15 to use all 4 drives, You can also use PORE 12£07,1 
if you’ve only got 1 drive, This saves some memory as the buffer for drive 2 is not set up 
(the default is POKE 1802,3 for drives { and 2), It is also legal to use say POKE 18092,5 to 
use drives 1 and 3. To make the changes permanent, type DOS, then type H to write the 
modified DOS files to disc. Never sand any programs to the Editor or the Software Exchange 
with modified DOS files, 
HHH 
Here is the "neat trick of the month". Have you ever wanted to get an ASCII dump of a 
program (perhaps to see the program in its tokenised form)? Try typing SAVE "53", (You 
could also use SAVE "Ei", but the cursor control characters will be executed, making Hinge 
somewhat difficult to read.) 
HEH 
When writing a program recently, I had to do some research on maskable interrupts (IRQ) and 
quickly realised that I had previously been disabling the BREAK key with 4 wrong POKE, 
Although this POKE still works, I thought I’d better correct the situation, as several 
programs have already copied my incorrect procedure, The correct POKEs for enabling or 
disabling the BREAK key and/or keyboard are as follows} 
Enable BREAK key, enable keyboard! POKE 14,172{PORE 33774,192 
Enable BREAK key, disable keyboard! POKE 14,128iPOKE 53774,128 
Disable BREAK key, enable keyboard! POKE 14,44;POKE 92774,64 
Disable BREAK key, disable keyboard} POKE 14,0/POKES3774,0 
You must store the desired value in both the shadow register PORMSE at address 14 [$10] 
and the write only hardware register IRQEN at address 33774 [$DZ0EJ, Note that the above 
POKEs do not take the other 4 [RG interrupts into account. Refer to the Hardware Manual 
pages 11.29, 1II.# and III.¢ for details of these and a very good (though confusing) 
explanation, The following programs from past issues should have the POEKE 53774,119 
changed to POKE 33774,44,..GRAPHICS 0 Colour Selector and ANTIC Mode 4 Demo from Issue 
No.Z, Organ from Issue No.s, Pacman’s Revenge, Chessboard and Doggies fram Issue Noo, 
HEE 
When a 2-byte number is stored in memory in the standard format of Least Significant Byte 
followed by Most Significant Byte, it may be converted to a single decimal number for 
storage in a variable as follows! 
NUM=PEEK (ADR) +2568 EEK (ADR+1) 
where NUM is the number you want and ADR is its address in memory, The reverse process 
is equally simple! 
HI=INT (NUK/256 ) SLO=NUM-256%HI 
POKE ADR,LOSFORE ADR+L HI 
HR 
FOR 5ALE 
If bees areas in any af the follawing items; ring Tony Reeve (02) 452-2774 (Home) or (02) 
973-9584 (Work) 
1, ATARI 410 Disc Drive. Brandnew. Never used. #700 
2, COMPUTE!'s Second Bock of ATARI, #10 
3, ATARI BASIC language plus full documentation, #50 
RF 
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Page 1. This definition is 
missing from the TER- 
MINOLOGY list: 


Page 6. This information 
pertoins to the ARITH- 
METIC OPERATORS 
subtraction and 
expenentiction: 


Page 7. This Note 
regards the use of the 
LOGICAL OPERATORS: 


Page 13. This Note is in 
reference to SCREEN 
EDITING: 


Page 20. This Note 
regards ON/GOSUB 
statements: 


Page 22. Further infor- 
mation on RESTORE 
(RES.): 


Page 25. Some addi- 
tional information on 
using the INPUT (I.) 
stotement: 





PR@BUCT UPDATE 
ATARI HOME COMPUTER SYSTEM 


ATARI’ BASIC Reference Manual Update 





This product update contains o number of corrections ond additions to 
the ATARI BASIC Reference Manual. 


Floating Point Number: A number containing on integer port, a decimal point, ond s 
fractiono!l port. The toto! number of significant dig'ts in o floating point number, ex- 
cluding the exponent, moy be either nine or ten. This depends an whethe: the exoo- 
nent is an even or odd multiple of 10, 


Vote: Avoid necoting zerc, as this will produce on involid number. For example 
Note: Avoid negating _os th ll prod lid ber, F pie, 
if you type 


PRINT -O 
the result will be 
-OE- <8 


Note: Since the algorithm used tc generate expenents | +} is only an apprex'mation, 
you cannot obtain integer results with it—for example, 2% P= 3. PP99OS9S6. Te correct 
this, use the following technique: 


X=2A2 
PRINT INT (X-+.5) 
4 


Note: Avoid using the statement PRINT A=NOT B, as tne results ere no? predictabe. 
Essentiolly, any PRINT statement with a NOT operetor will be unpredictabie. 


Note: large amounts of editing may lock up the system. It’s recommended thot 
programs under development be stored to cassette or diskette periodically {every 30 
or AO edits} with the SAVE or CSAVE commond. 


Note: If an ON/GOSUB expression evaluates fo a number greater than the number 
of subroutine entries, then a POP statement will be necessary to clear the stack {see 
POP command, Section 4). 


The RESTORE statement will not generate on error if the line number referenced does 
not exist. Instead it will RESTORE to the next larger ling number in fhe program. Care 
should be taken to update RESTORE statements when renumbering a BASIC program. 


When executing an INPUT from the screen, ovoid moving the cursor away from and 
then back to the same line; otherwise, the wrong data may be input. Specifically, 
the INPUT prompt will be included in the INPUT string. 


If o string of 128-255 characters is INPUT, then RAM locations 1536-1664 will be 
overwritten. This area is normally reserved for storage of programs or data. (See the 
ATARI Tech Reference Notes.) 


To INPUT strings of more than 127 characters, use the GET command and store the 
values into o string (see Section 5, OPEN/CLOSE and PUT/GET commands}. 


Note: The maximum number of characters that can be INPUT from the screen is 120. 
The maximum for other devices is 255. 


Note: Make sure that every INPUT stotement has o variable after it; otherwise, un- 
predictable results may occur. 
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Page 26. This regards 
the use of the LOAD 
(LO.) command: 


This Note should follow 
the LPRINT (LP.) 
commond 

description: 


Page 27. This informo- 
tion pertains to. the file- 
spec definition: 


Page 28. This is cn ad- 
dition to the POINT {P.) 
section: 


in the last paragraph 
under PRINT (PR.or ?), 
the first sentence should 
read: 


The following sentence 
should conclude the 
final paragraph on 
PRINT (PR. or 2): 


This note should then 
conclude this section 
on PRINT (PR. or ?): 


This Note regards the 
PUT (PU.)/GET 
(GE.) section: 


Page 30. Here is a cor- 
rected version of the 
table—nete in particular 
the correction on 

5 
emdno 32: 








Note: If a program is loaded that is too lo-ge for the available memery space, it may 
give unpredictable results without an error message. 


Note: An LPRINT command with a semicolon at the end will cause the follewing 
LPRINT statement to print on the next 40-column too. A 40-celumn printer will move 

to the next line in such o case. To use the semicolon effectively, use the OPEN stote- 
ment for the printer, then write to the printer with o PRINT sictement (see OPEN/CLOSE 
and PRINT commands, Section 5}. 


Note: Be sure to include the closing quotation marks on a flespec parameter, especial. 


ly when puiting multiple statements on one line. For exargle, 


OPEN #1, 4, 0, 'D: TEST’: STOP 
will work, but 
OPEN #1, 4, 0, ‘’D:TEST:STOP 


will not function correctly. 


Note: To update a file, you must open it with a 12 in cexp |. 


A comma tabs every 10 spaces. 


However, if the last character to be printed (as in a sirirg with quotation marks) is a 
GEER or GMBY, then the next PRINT wil! begin ot the end of the current line. 


Note: In rare circumstances deta printed to a diskette may have port of the BASIC pro- 
gram embedded in it. If this occurs, retry the operation. 


Note: In certain circumstances the GET function may modify other voricblas within the 
program. To avoid this, PRINT any number to the screen between gach GET, 





cmdno OPERATION EXAMPLE 

3 OPEN Some os BASIC OPEN 

12 CLOSE Seme as BASIC CLOSE 

13 STATUS REQUEST Some a BASIC SATUS 

17 DEAW Le Some as BASIC DRAWTO 

18 Fil See Section 9 

32 RENAME XID 32 BLE ‘ TEMP CAROL 
33 DELETE XID 33,#1, TESAP. Ease 
35 LOCK FILE X10 35.41.00 /TENAP BAS” 
36 UNLOCK. FILE X10 36.#! 0 a STEMP BAS” 
37 POINT xi 37, BY AS 

33 NOTE X10 38. #), AD 

254 FORMAT KIO 234, #1,6,9, 
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Pege 33. The las! sen- 
fence in the parograph 
obout the CLOG func- 

fion should read: 


Page 34, The last sen- 
fence in the poragraph 
about the LOG function 
should read: 


Page 38. The last 
line in the first poro- 
graph should read: 


Page 39. The first sen- 
tence should read: 


In the second paro- 
graph, the last line 
should read: 


This is odditionol infor- 
mation on the VAL func- 
tion; 


This information pertains 
to String Conca- 
tenation: 


In Figure 7-6, the 
correct result of the pro- 
gram on the left is: 


Page 42. Some oddi- 
tional information on 
using the DIM (DL) 
siatemeni: 


Page 43. This is an ad- 
ditional Note for the 
DIM (DI) section: 


Adgitional information 
on using the CLR com- 
mand: 








CLOG(O) through CLOG {1} are inaccurate ond should not be used. 
LOGO) through LOGI}) ove inaccurote and should not be used. 


wos stored there previously. 


Upon execution, the screen displays THE SQUARE ROOT OF 10090 IS 100. 


number 1000000000. 

Only the numeric field will be tronsloted, while the text wil! be ignored. For example: 
VAL("’5SUM") =5 

Note: BASIC cannot move strings of 256-character multiples correctly. String lengths 

should be checked; if ony string contains a multiple of 256 characters, odd or 


subtract one choracter from the amount to be moved. 


BCD# 


Moke sure that the DIM statement does not contain o space between the string or 
array nome and the left parenthesis of the dimensioned omount; otherwise, ihe follow- 
ing will happen— 

DIM L (10) becomes DIM 110} 


—and this voriable can no longer be referenced. 


Note: The command COM is identical to DIM and may be used in its place. 

Note: Due to a discreponcy in boundary checking, arrays of up to 32766 by 32766 in 
size can be dimensioned. The programmer should size the arroy ahead of time to 
ensure thot there is no ‘‘virtual’’ storage space. 

The second sentence in the last poregraph, beginning ‘‘It also clears ...,'’ should be 
deleted. 


The CLR commond will not inifialize the values in strings ond orroys. 
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Poge 45. Here is a cor- 
rected version of TABLE 
9.1: 


Page 49. The lost sen- 
tence under PLOT (PL.) 
should read: 


Page 50. 


Page 51. The sentence 
directly under TABLE 9.4 
should read: 


Page 53. Here is a cor- 
rected version of TABLE 
9.5: 





een a A A eR NS i | 


> TABLE 9.1—-TABLE OF MODES AND SCREEN FORMATS 
SCREEN FORMAT 


Vert. Vert. Number RAM 
Gr. Mode Horiz. iRews) (Rows) of Required 
Mode Type (Colurnns) Split Full Color Split Bytes) 
Screen Screen Registers Screen Full 
Screen 
0 TEXT 40 - 24 ies - 29D 
| TEXT 20 20 24 5 674 ore 
2 TEXT 20 10° 12 5 424 220 
3 GRAPHICS 40 zo 24 4 434 33t 
4 GRAPHICS 80 - 40 48 2 aos c¥o 
5 GRAPHICS &0 40 48 4 bl 74 ze) 
6 GRAPHICS 160 80 96 2 2174 rts 
7 GRAPHICS 150 isi@) 96 4 4199 2260 
8 GRAPHICS 320 rete) 1G2 lia 8) t2 = 





“The range of points begins at 0 and extends...’ 


In TABLE 9.3, the color PURPLE should be inserted after PINK in the first column, ana 
the number 5 should be inserted atter 4 in the second cclumn. 


“DEFAULT” occurs if ne SETCOLOR statement is used. 


MODE, SETCOLOR, COLOR TABLE 





























SETCOLOR 
(oexpt) 
Default Mode or Color Color 
Colors Condition Register No. {aexp) DESCRIPTION AND COMMENTS 
G Caer gata - 
UGHT BLUE Mede 0 and i actually Crorocter luminance 
all text determinas (same cclor as background) 
DARK BLUE windows 2 character te Background 
3 be cored a 
BLACK 4 acrser 
ORANGE G Gace ga c 
LIGHT GREEN Niodes | : i) = 
DARK BLUE and 2 c 
RED 2 3 prned c 
BLAC itext modes} A Bo 
ORANGE G ‘ Sr 2ohcs cant 
LIGHT GREEN Medes. 3, 5, | 2 Draskhes com 
DARK BLUE ond 7 Zz 3 (ragricy cir 
(four-color - - - 
BLACK modes} 4 G Gor 
A= 
ORANGE Medes 4 g | ene 
ora 4 ~_ = oa 
invo-color - = 
modes} ~ - - 
BLACK 4 o Gisphcs cot cock 3.73 
: deraut, bo-der 
UGHT BLUE } ! Graphics point tuminorce 
{some color os backgroud 
DARK BLUE Mode 8 2 6 Graphics point ibackgrours 
{} eglor, detcul) 
2 luminances) — - 
BLACK 4 - Berder 
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Page 54. In Figure 9-4, 80 XIO 18, #6, 12, 0, 'S."’ 


line BO should read: 


Poge 55, This infor- 
mation pertains to 
TABLE 9.6: 


In Column 1, # 14, 0 period, not o bar, snows on the screen. 
in Columr 2, #’s 92-95 should show o superscripted circled 1 reat to ther 


Page 56. Here is  cor- 
recied version of TABLE 
97: 


TABLE 9.7—CHARACTER/COLOR ASSIGNMENT 


Column } Colurnn. 2 Column 3 Column 4 
Conversion Conversion Conwersion Corwersion 

















MODE 0 SETCOLOR 2 #+ 32 #452 : $s eer 
Pore PS¢ 224 PORE FSe 27 
MODE I SEICOLOR OG #+ 32 #+ 32 #52 #32 
OR SETCOLOR | INCINE #404 Foe NUT SE 
MODE 2 SETCOLOR 2 #+ 166 #4 168 $4 98 $96 
SETCOLOR 2 #4 128 #4 O72 #468 # DE 
2 lumurgrhie concohed by SEUCCL OR Tf ! 


Note thot the DATA statement in line 70 ends with 256, whick is outside of the 


Page 58. The last para- 
designoted ronge. The 256 is.. 


graph should read as 
follows: 


In TABLE 10.1: The PITCH VALUE of 193 should hove a musical note of “E,"’ not “DB.” 


Page 63. The last line in 


precedence will save o few bytes. 
item 9 should read: 


Page 67. In Figure 
711-2, line 0260. under . 
Data should be: #2 

The right parentheses are missing after the word ’’CONSTAINT” ir, Atari Functions of 


Poge E-1. 
Inverse Cosine, Inverse Secant, and Inverse Cosecont, 


Poge H-7. line 160 in 160 IF K= 125 OR K= 155 THEN 180 
the program should 
read: 

Page H-8. Line 50 in 50 PLOT 0,0:DRAWTO 159, DR 
the program should 


read: 

Page 117. Following COM, ‘(see DIM)’’ should be deleted ond replaced with “A-1."' 

Page 118. Under "Input/Output Devices,” Line Printer should be followed by eps? not" [L:)." 
Page 119. “NOTE, 26" is missing from the listing. 
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a te em Aram 


‘Page 120. 


INSIDE BACK COVER 
here is the corrected 
toble: 





een pie eee ie eet ee ee a ae a ee Se 


“STATUS, 29°" is missing Vom the sublisting urder 
regular listing, 


MODE, SETCOLOR, COLOR TASLE 














SETCOLOR 
{aexp) 
Defoult Mode or Color Color 
Colors Condition Register No. (oexp) DESCRIPTION AND COMMENTS 
Q Coler dete _ 
UGHT BLUE Made 0 ond ] actually Chorocter luminance 
all text desarr ines {some coler os backs a. 7d! 
DARK BLUE windows 2 choracter 1 Background 
3 be printed, oa 
BLACK 4 Border. 
ORANGE 0 Caior data Character 
LIGHT GREEN Modes | 1 actually determines Character 
DARK BLUE ond 2 charectar te be Character 
RED 2 3 pricted. Chorocier 
BLACK {ext modes} 4 ackgréeund, border 
ORANGE 6) ! Graphics point 
LIGHT GREEN Modes 3, 5, } 2 Graphics soint 
DARK BLUE ond 7 2 3 Grachics point 
{four-color ~ ~ ~ 
BLACK modes} 4 o Graphics cant [beckground 
cela, re-aer 
ORANGE Modes 4 9 | Cragrics count 
and & _ _ — 
{two-color _ ~ ~ 
modes} ~ _- — 
BLACK 4 6) Graphics coint (background 


defautt}, worger 





LIGHT BLUE \ : Grachics ptint tinoecs 
as ysame coer as backgraynd) 
DARK BLUE Mede 8 2 2 Veraphics point becigroyre 
(1 colee, seit) 


2 luminances} 


= | 
I 
Tr 
ey 

is 

9 

Bf 


BLACK 
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LIMITED 


LOWER GROUND FLOOR - GRACE BROS 
& ALSO 325 GEORGE ST - SYDNEY 


F:xiiing new store opens 24ih May 1983 
in a prime location at 
325 George Street 


Between Wynyard Station and Martin Place 


Open Saturdays 9-4pm_ will try to open Sundays 12-5pm 


At last you will be able to see our huge range of software & hardware on 


display. Watch our windows for special offers. 


PHONE 2315791 235 2162 


